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Introduction 


This document is meant to be a basic introduction to writing and developing 
your own written Dead by Daylight concept, as well as learn the methods I use when I 
plan my own out and how they might be used by you or help form your own concept 
designs. While it is organized in sections, it is intended to be read as a full piece. 


If you aren’t aware of me or my work, I’m WheatDraws, I’ve been writing and 
making Dead by Daylight concepts since 2020 and you can find my work on the 
Rarithlynx YouTube channel as part of the Dead by Daylight Community Concept Team 
as well as my website where I host and display all my written concepts to be viewed 
along with the icons I’ve designed for each of those concepts. I take an immense 
amount of pride in trying to replicate the Dead by Daylight experience without it being 
uncanny and a sense of consistency so that way it’s an easy reading experience for all. 


This guide is not meant to be a hard rule to all concepts and should only be used 
as reference and suggestion. If you have any questions or want advice from 
like-minded writers and individuals, I invite you to join the Wheatcord, my community 
Discord server where people can share their ideas, see where they can approve with 
genuine feedback, and find community in hobbies. 


For this guide, we’ll be using the Design Document template available on my 
Concept Resources page. 


Thanks for reading, and I hope you'll find this information useful! If you enjoy 
this and my other work, please consider supporting me at any of the links below: 
Patreon 
Ko-Fi 
Good luck, and happy writing! 


WHEAT ONAW/S 


WheatDraws 
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Part I: Killer Power 


The most common and frequent concept content out there are Killer powers. 
Every character is someone’s favorite, and many people want to see their favorites get 
a cool power and have a design that stands out, though it’s much harder to achieve 
than most would expect. This is a practice and skill of recognizing what formatting and 
structure works best, so if you don’t get it right away, don’t worry. Like I said, it’s a skill 
and practice, not a talent. People will always have to work to achieve a result that feels 
satisfying. 


Drafting & Vision 


When it comes to starting out, I try to make a bullet point list of what I want to 
achieve mechanically (should the power have a “charge” time, utilize tokens as a 
resource, gain resources from performing actions, etc.) and what I want it to achieve 
on a flavor level (if the Killer is a ghost or spirit-like entity, maybe some sort of snare or 
supernatural deterrent that Survivors can use, or perhaps if they’re a hulking, heavily 
muscled figure, they should have something that inflicts a direct and physical amount 
of damage). For this example, here’s a list below of “The Generic”, a Killer with nothing 
but placeholders. 


KILLER DETAILS With this info, I’ve decided I 
want a Killer power that 
focuses on a limited window of 
What | want it to do: . . 
Saez A AA peas eX ie key cee activation that makes regular 


e Attacks while active cause a status effect or condition. injuries more dangerous, 
cee eee a eo eee possibly inflicting a status 


What | want it to feel like: condition, and giving “The 

e Powerful slasher type of Killer + 99 

Unstoppable force with great power Generic” a status effect for the 

e Really coolt] duration. We can figure out 
what those are exactly later, 
but for now, as long as I can 
pitch this character and idea in 
a sentence or two easily on a purely functional basis, you already have a start to your 


design. 


POWER: [POWERNAME] 


The important thing is that we know what we want to do, even if its hard. I will 
say it’s best to keep your scope small and tight, otherwise you run into bloat. When 
your power bloats, it becomes too many things to consider and balance out to the point 
of having effectively three or more wholly unique powers stacked on top of each other 
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with usually little to no intermingling of how they work together. If you’re wanting to 
start out, I recommend keeping it simple for the sake of understanding how you can 
expand from a more refined form later and see where the limits are. 


Here’s a look at what bloat can look 2 
like in the rougen form. These powers often What | want it to do: 
are easy to ignore and overlook because e The Generic can pick up rocks and hurl them super far! If they 
A a hit a wall it can bounce off 
they’re stuffed with so much, take forever to The Garekic ic able io lice a idlen io ecw anvendra Tork ok 
read through in their final versions, an n the same fime 
: g SLIS alse The Generic uses animal snares to stop Survivors in their 
dissuade people from engaging with your tracks 
> a The Generic can pick up pallet fragments and use them to 
work unless they’re the die-hard fans of Sica ol sini Gail can da MaE danae eet nome 
whatever you’re making a concept of or have After throwing enough objects, The Generic transforms into 
his Super form and throws more, harder, and can throw 
some sort of interest in you. The tough part of Survivors into snares 
ñ $ ne) The Generic can also pick up pallets or jam them so they take 
gering eye: on a concept i$ mar it s the nbipiied 4 
marketing and approachability of it, so make He also has a dash 
sure it’s easy to grasp for nearly anyone in Wht iwank tio edie 
that same two sentence pitch I mentioned P BETRIU EEE ARCET 
e Unstoppable force with great power 
before. © Really coollll 


Once you’ve settled on your goals and what you hope to achieve with the power, 
we'll move onto text refinement and early consistency in text, the latter being extremely 
important if you have a more mechanically involved power or one that loops into itself 
with its own mechanics. 


The Actual First Draft 


A bullet point list clearly isn’t the actual power description, so we’re gonna need 
to look at how to refine it into a functional piece of text. Just as a side note, my 
preference for writing powers is to always write them in the third person, so that I never 
refer to the player directly and just say “The Generic” when the Killer is under the 
effects instead of “you”. This isn’t an issue, but for consistency, I prefer it that way 
personally. 


While I’m sure you may have an idea in mind for names of the power, its effects, 
and other specific terms, I recommend using placeholders such as “POWERNAME” or 
“POWERABILITY1” so that way if you decide to change it mid-way through designing, 
or by the end of it, you can easily find and replace each of those with the appropriate 
name. It’s never fun to realize you have the wrong name for something and if it’s 
different enough, some people might think that a piece of the power with that name is 
missing. 
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So, what we’re going to do is use our previous references and experience with 
Dead by Daylight to inform how we’re going to map out what does what. Often, powers 
involve using the power button (surprising), so we’re going to want to figure out what 
effect our power actually activates from or benefits from a tap or hold of that button. 
Whatever the power button is tied to should be the most frequently used part of the 
power, even if other buttons are used. For example, The Doctor’s Static Blast is tied to 
the power and is only usable when the power gauge is full, or The Knight summoning 
his guards uses the power button while the active ability button cycles through the 
guards. If it’s a primary function of the power, use the power button for it. For The 
Generic, we'll be tying their limited activation window to it with a placeholder duration. 
If your power idea, even in the slightest, is similar to an existing power, see that 
power’s text formatting for ways to phrase certain things, such as “hold to aim, release 
to throw” or “hold the power button for 4 seconds to charge until full”. The more 
familiar a power works to one that exists, the easier it is for people to look at and 
understand the text, since in most cases, you’ll never have another visual element to 
accompany it or even a playable demo. Dead by Daylight text boxes get to be vague 
enough with powers because there’s the online resource of wiki pages as well as the 
fact you can just load into a game and try it out yourself. Here, being more specific or 
exact will help immensely in getting people to understand those details often 
overlooked. 


With that in mind, this is what The POWER: [POWERNAME] 
Generic looks like currently in my 


document. I decided to go witha 


Hold the power button to activate [POWERNAME] for 25 seconds. 


twenty-five second duration on the While [POWERNAME] is active, The Generic gains the 

activation. but Iam undecid moei [STATUSEFFECT1] status effect while active and their basic attacks 
coo 2 inflict the [STATUSEFFECT2] status effect on hit. Pressing and 

statuses to apply for the power just yet. I holding the power button again and being blinded or stunned while 

did include a cool-down, since I didn’t active will end [POWERNAME]. 

want the power to just be used over and [POWERNAME] has a cool-down of [POWERCD]. 


over again after it ends, but am unsure of | 
how long that should be. Because I can 

always just do add-ons later, I’m not afraid to make the power not overpowering right 
away because add-ons will always be run on most Killers to make up for their 
shortcomings. It’s more important to make a power interesting than it is strong. When it 
comes to reading concepts, people love theorycrafting builds and play styles more than 
just saying “Yeah, this could kill a 4-man”. 


Note that if you’re at all familiar with how I template text boxes and how BHVR 


does their own, we haven’t italicized or bolded anything yet. We’re going to save that 
for last, since that gives us a great opportunity to review what we’ve gotten so far. 
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But now that we’ve got a somewhat solid first draft going, it’s pretty lacking, 
isn’t it? Just a single activation window, and it sort of plays itself. So, what can we add? 


Expanding the Power 


Expanding the power will never be easy, especially if you have a design you like, 
a skeleton of a power you already drafted, but clearly it needs something or is missing 
a bit more of a punch. So, let's go to what we have so far for The Generic. We have an 
activated, limited-time power that has a cool-down as of right now and it uses basic 
attacks. For our purposes, this feels like an unrealized vision of the initial idea we 
wanted to do for a character, someone who felt like an overpowering Killer with great 
might. In this instance, we should make the limited window give them a Special Attack 
and move what we have over onto that. 


We haven’t really explored what The Generic can do, and we didn’t say what 
weapon or the idea of a loadout would be for them. Lets say, for this example, The 
Generic uses polearm type weapons. Staves, spears, sticks, javelins, etc.. How about an 
attack that thrusts forward a long distance? Great, we can borrow language from 
someone like The Mastermind since Virulent Bound uses similar mechanics and 
terminology. Instead of grabbing Survivors though, what if we pierced through them? 
It would stand out as something unique, and not stopping after hitting a Survivor could 
have its benefits by following through. With that in mind, this is what we have so far. 


POWER: [POWERNAME] 


Hold the power button to activate [POWERNAME] for 25 seconds. 


While [POWERNAME] is active, The Generic gains the 
[STATUSEFFECT1] status effect while active and their basic attack is 
replaced with [SPATTACK]. Pressing and holding the power button 

in and being blinded or stunned while active will end 


[POWERNAME] has a cool-down of [POWERCD]. 


SPECIAL ATTACK: [SPATTACK] 

Holding the attack button while [POWERNAME] is active will cause 
The Generic to slow, preparing their weapon for a long-distance 
lunge. After 2 seconds, The Generc thrusts forward up to 
[SPDISTANCE] meters forward, themself and the weapon piercing 
through any Survivor struck by it, injuring them. Upon colliding with 
an object, The Generic stops in their tracks | 
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Perfect, and you may notice I removed the mention of applying a condition or 
status for the attack. Seeing as we ended up adding a unique application to the power, 
and I would prefer to pursue thinking of how the piercing attack can be used, we don’t 
need that there unless we want to add it. Worst case scenario, we can throw whatever 
condition we wanted it to apply onto an add-on. 


While I would love to keep evolving on this power idea, I think this suits our 
needs as an example to use for the development of a text description for a power, even 
if the power itself is pretty underwhelming. The Generic is a pretty generic Killer, after 
all. 


Filling in the Gaps 


Alright, now comes to the part where people take it very seriously when reading 
concepts: Making up fake numbers. 


We need to figure out whatever numbers feel right, and fill in anything that 
might be asked by people. My own personal rule is that if someone asks about an 
aspect of the power in terms of mechanics or how X or Y works, the answer should be 
within the text itself that might’ve not been looked at closely enough. The less questions 
your design conjures up in terms of how it works, the more tight and condensed it is. 
Again, like mentioned before, we don’t have playable builds, we don’t have a game to 
play with these implemented, so we need to be clear and convey everything we would 
need to know of how this concept would play out in theory. Sure, it might not be perfect 
or work, but imagine if we took out all the numbers and how many questions people 
would ask about how long certain 
things take or if the cooldown was POWER: [POWERNAME] 
short or if the duration was super 


ere : : Holding the power button for 1.5 seconds will prepare The Generic’s 
long. It cannibalizes the discussion wae The Carrie eae the: EA i 


around the concept, and while any by 20%. 
discussion is good, realizing you 


After releasing the power button while readied or after performing 


have a couple loose screws on your (SPAT TACK], [POWERNAME] has a 24 second cool-down. 
design is a great moment to 


understand you’ve always got room SPECIAL ATTACK: [SPAT TACK] 


While The Generic readies their weapon, tap the attack button to 


to improve. thrust themselves and their weapon forward for a long-distance 


lunge. This piercing attack moves The Generic forward up to 14 
meters forward, themself and the weapon piercing through any 
A ee Survivor struck by it, injuring them. Tapping the attack button again 
folate lela To Bo EA within the next 1.5 seconds will cause The Generic to lunge forward 
with your own design. Im not able to halt of the initial distance back in the direction they came through. If 


So, I genuinely implore you to 


give direct feedback through this eee dd ae ata ec ncaa 


the second lunge strikes a Survivor who was injured by the initial 


if [SPATTACK] makes contact with a breakable wall or dropped 
Last updated July 5th, 2024 pallet, it is destroyed and The Generic’s weapon instantly becomes 


unprepared | 


document, so that’s up to you. While you consider that, here’s the numbers I went with 
for The Generic’s power. You might notice: “Why is all the text different?” The design is 
always changing for me, and sometimes reworking to appeal to the newer idea I had 
instead of the old one is something I find far more rewarding. Sometimes you don’t find 
the design or the true form of what you want until late, and you have to cut out the old 
to make it work smoothly. So now The Generic is a polearm-wielding Killer whose main 
power is a piercing strike, and thus, is rebalanced around that including the “return 
strike” where The Generic can bounce back from a piercing strike at a reduced 
distance. This gives us a bit more mechanical complexity to toy with. Even so, it’s more 
important you make something you want. If you think an idea is better, then go for it. 


With the numbers figured out, let's work on the names. This should be straight 
forward, but the only thing I’d recommend staying away from are names that already 
exist in Dead by Daylight, obviously, but if your power is incredibly similar or uses 
similar mechanics to another Killer that’s existing, such as The Ghost Face and The 
Shape both using stalk, use those names or terms to your hearts content. The more 
familiar the reader is with what you’re trying to go for, the more likely they can help 
relate and understand that design. Here, while it is similar to Virulent Bound, the 
polearm thrust isn’t going to be called a bound. 


POWER: [POWERNAME] 


Holding the power button for 1.5 seconds will prepare The Generic’s 
weapon. While The Generic readies their weapon, they are slowed 
by 20%. 


After releasing the power button while readied or after performing 
[POWERNAME] has a 24 second cool-down. . 
Find and replace 


lunge. This piercing attack moves The Generic forward up to 14 


meters forward, themself and the weapon piercing through any Replace with 

Survivor struck by it, injuring them. Tapping the attack button again 

within the next 1.5 seconds will cause The Generic to lunge forward ( Match case 

half of the initial distance back in the direction they came through. If 

the second lunge strikes a Survivor who was injured by the initial B Use regular expressions (e.g. \n for newline, \t for tab) Help 
lunge, they are afflicted with a Deep Wound. 


SPECIAL ATTACK: [SPATTACK] 


a a ee o e 


Ignore diacritics (e.g. ä = a, E = É, X = X) 
makes contact with a breakable wall or dropped 


r [SPATTACK) 
pallet, it is destroyed and The Generic’s weapon instantly becomes 
unprepared. Replace Replace all | Previous | | Next | 


Because I’m working in a word document, I can use CTRL + F to open “find”, 
which from there I can replace any instance of the word [SPATTACK] with whatever I so 
choose, making it incredibly easy to edit them all at once. If you already did the flair 
and styling of text, then itll keep those stylings so you don’t need to re-bold or 
re-italicize anything you already did. These practices aren’t mandatory, but they sure 
save a lot of time. 
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Flair and Styling Text 


Now, there’s no specific rules to how you should bold or italicize things, but if you 
notice and look at the way BHVR formats the text for Powers, Perks, Add-ons and so on 
long enough like me, you know there’s one thing that’s true: They’re very inconsistent. 
Not a bad thing, but it does mean you should make your own rule. The only “truths” I 
have ever been able to discern with their formatting is the following should always be 
bolded / italicized: 


Bold Text: Duration, Status Effect Names, Range / Distances, and Percentages 
Italicized: The various “buttons”, Power names, Active abilities, terminology that 
may be unique to the Killer (such as in our example, “prepare”) 


Again, these aren’t hard-set rules. Look at any perk description in-game and 
you'll see wild inconsistencies in terms of what should be capitalized versus what 
shouldn’t, sometimes in the same chapter release. Ideally, it’s all up to you on what you 
think should be emphasized or not. 

So, with that knowledge in POWER: STRIKE THROUGH 

hand, we update The Generic’s text Holding the power button for 1.5 seconds will prepare The Generic’s 

and stylizations to look how I want it weapon. While The Generic readies their weapon, they are slowed 
ne, ; by 20%. 

to be, and this is where we arrived, 


including all the names I’ve swapped After releasing the power button while readied or after performing 
in, but there is one thing thats wrong 'eartpiercer Lunge, Sirkethrough has a 24 second cool-down. 


here if we’re following the guide I’ve SPECIAL ATTACK: Heartpiercer Lunge 
laid out so far. How are we going to fix [AUT Siam ea ore Oe ee ek ip oie were) 
it? Have you noticed it? That’s where thrust themselves and their weapon forward for a long-distance 


3 S k lunge. This piercing attack moves The Generic forward up to 14 
the final section of Killer Power comes f= forward, themself and the weapon piercing through any 
in. Survivor struck by it, injuring them in the process. Tapping the attack 
button again within 1.5 seconds after the initial lunge will cause The 
Generic to lunge again half of the initial distance back in the direction 
they came through. If the second lunge strikes a Survivor who was 
injured by the initial lunge, they are afflicted with a Deep Wound. 


If Heartpiercer Lunge makes contact with a breakable wall or 
dropped pallet, it is destroyed and The Generic’s weapon instantly 
becomes unprepared. 


Final Review & Consistency Pass 


If you didn’t spot it, we use “prepare” and “ready” interchangeably as terms for 
The Generic to use their weapon. While this can easily be overlooked and waived away 
since people will assume it’s the same thing, it is important to practice these 
consistencies for an immersive text, especially if you venture into doing add-ons. If you 
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have two add-ons that reference “readied” while three reference “prepared”, it can be 
almost scarily easy to assume they're two totally different effects unless you’re going 
as in-depth as we are now. For reference, Dead by Daylight used to not have a 
consistent name for what is now known as “The Hatch”. It used to be called the Black 
Lock, and pretty much any perk or item back before this consistency change happened 
that referred to it called it The Black Lock meanwhile the main form people would 
encounter the name was usually just “The Hatch”, so many who weren’t as attentive or 
didn’t take it all that seriously probably didn’t even know the two were connected. Not a 
great example, but it does mean consistency should be practiced for a better output. 
People will notice when your work looks polished. 


So, now that we've fixed that issue, read through your power multiple times, and 
if it helps, make a list of all those power-unique terms to see if you did the same 
problem I made where you’ve effectively made more than one term for the exact same 
action or effect. Once that’s done, you should be willing to accept that this probably 
isn’t going to be the last time you’re going to edit that text. You’re always going to think 
of cooler or newer ideas, and it’s very much worth pursuing your “ideal version”, 
especially when you're willing to admit that maybe what you have now doesn’t work as 
well as you’d like to, but that doesn’t mean you'll never think of anything better. To 
reiterate what was said earlier in this guide, it is a skill and a practice, not a talent. You 
must be willing to put that work in to develop an affinity and ability to improve upon 
your work, whether it’s writing concepts or anything else in life. There are very few 
things in the world you or anyone else could ever be a natural talent at and infinitely 
more things you can always learn and improve upon if you’re willing to put in the time 
and effort. 


With that, you have your Killer Power concept! It might still be rough around the 
edges, but if you made it this far, I’m sure you care enough about your ideas to want to 
think about it more and improve it beyond what I can offer in here in just a text 
document. 
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Part II: Character Overviews 


While a very overlooked aspect to concept creation, I think they’re something 
that knowing the details of can help make people write more ideas or know how to 
involve them in designs, especially considering balancing. 


Movement Speed and How it Matters 


Movement speed is something nearly every Dead by Daylight player knows 
without knowing anything actually about it. Survivors always run at 100% movement 
speed, which is 4.0 meters per second (abbreviated to m/s). Dead by Daylight uses the 
latter in their game as its primary way of changing that base speed. Famously, ranged 
Killers have a movement speed of 4.4m/s, which adds up to 110%. Every 0.2m/s change 
is exactly 5% of a character’s movement speed. When the game says a character is 
4.6m/s, that means they are the “standard” movement speed of 115%. Keeping these 
values in mind helps a lot in terms of writing out movement speed reductions and 
bonuses, as annoying as it is to consider the math involved sometimes. 


Terror Radius and Why it Matters 


Terror Radius is another important aspect of Dead by Daylight Killers where the 
Terror Radius alerts nearby Survivors. So, if you have a Killer who can strike from very 
far or moves at an incredibly fast pace, they should have a larger than standard Terror 
Radius, which is 32 meters. If we get our calculators out, we can find out that it takes a 
standard Killer movement speed a little over six seconds to get to the edge of where 
their standard Killer Terror Radius was at the start of their movement. Killers like The 
Mastermind have a larger Terror Radius for the sake of letting you know “Hey, he’s 
nearby and close enough he can probably bound and grab you if you aren’t paying 
attention”, meaning that additional 4 meters he has above the standard helps a lot for 
counterplay, but it also can influence Perk builds. Terror Radius sizes have a unique 
push and pull where you want them to be a standard set size, but there’s some Killers 
like The Doctor who make great use of a larger Terror Radius as part of their power, or 
use what is called a “lullaby” that most ranged Killers have that extends beyond their 
actual Terror Radius and always plays, regardless of their Terror Radius size. 


Height Too, I Guess 


Height is something you shouldn’t have to consider too deeply as a mechanic, 
but if it factors into the power or if you think you should be able to see the head of the 
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Killer over the loop you should write them probably as “Tall” or maybe “Average”. It’s 
sort of a gray area. However, it’s up to you if you want to play with that as a mechanic 
as part of your Killer. Design space is meant to be messed with, and if we’re all playing 


pretend, why not play pretend with something ridiculous? 


Character Summaries & Advertising 


Often overlooked, they are the small text blurbs you see 
when you hover over a character portrait in-game, giving you 
a short summary of who they are as a person/creature, maybe 
a small quip about their power in the process. This is where we 
return to my importance put onto “Sell me your character in 
two sentences or less”, because that’s what you’re doing here. 


Both Survivors and Killers have a summary and 
overview pop-up like this, though the structure can vary. Each 
Dead by Daylight Killer is called “A [blank] Killer”, which can be 
a one-word summary of them as a character. For instance, The 
Huntress is “a ranged Killer” while The Ghost Face is “a creepy 
Killer”. Survivors on the other hand usually get a two-word or 
more title, such as Detective David Tapp’s “an obsessed 
detective” or Dwight Fairfield’s “a nervous leader”. These are 


Z4.6m/s (115%) 
© XX meters 
“S Average 


The [KILLERNAME] is a 
[DESCRIPTOR] Killer, [Killer 
bio overview] 


His/Her/Its/Their/etc. 
personal perks 
[PERKNAME‘1], 
[PERKNAME7Z], and 
[PERKNAME3] allow [perk 
overview description] 


great bits of information to use to advertise and portray your characters, whether they 
be original characters or a license adaptation you really enjoy to people who might not 
really care at first. Ultimately, concepts are great at convincing people “hey, I think this 


is cool, and this is why you should think this is cool too”. 


As for the second half of their summary, they present their perks one-by-one, 
and then list a short description about how they can be used in conjunction or what 
they’re good for. Usually they don’t have anything to do with the character directly, but 
many times Perks are influenced directly by a character’s own history and actions, but 
we'll go over Perks in the next part of this guide when we get there. 
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Part III: Character Perks 


Perks are one of the most crucial aspects of Dead by Daylight. Not only do they 
evoke a character’s likeness, ideology, or just be a sick as hell idea for an ability, they 
are one of the first if not the only thing people look forward to in both official releases 
and in concepts. 


With “in theory” such as these concepts are in practice and are not in a playable 
form, Perks are either completely useless or not at all good, or they’re incredibly broken 
and laughable. Just assume you’re gonna have that happen in most cases, but being 
consistent and accurate in your writing of them will help people become a lot less 
abrasive to some more extreme ideas. 


Top-Down & Bottom-Up Design 


If you have never heard these terms before, congrats! You’re going to learn 
something cool. Imagine a cake or a pastry, and ask yourself: Do you think about the 
ingredients in those treats first that make up the bread or do you consider the things 
like toppings, glaze and frosting, all those things you see first with the eye? 


The Shape is very clearly a top-down design, and it’s because his power is 
focused on stalking and patiently observing his victims before unleashing his true 
power and potential. The flavor and the creative concept of a stalking Killer is fully 
realized here in addition with the small Terror Radius, making The Shape an incredibly 
faithful adaptation of the question “How would this character work in Dead by 
Daylight?” 


While I can’t confirm it directly, it is my personal opinion that The Nurse was a 
bottom-up design, meaning her mechanics such as blinking through objects and 
moving slowly was considered first before her creative identity was implemented into 
her functional design. Arguably, The Ghost Face also could be a bottom-up design, 
because the technology and the design work for stalk mechanics already existed in the 
game, they just had to fit The Ghost Face around them. Bake the cake first, then add 
everything on top of it that you would see normally at the store. 


The reason why I bring these things up is because I think they can help you 
figure out what you’re doing if you want a character perk or even a power that does a 
specific thing versus if you want that character in and you're trying to find something 
that fits and warps to work with their identity. This goes for Perks too, because how 
many times have you thought of a new Perk? Was it the name or the flavor of the perk 
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that came first, or the actual mechanics of it and how it works? Botany Knowledge, as 
an outsider perspective, is a bottom-up design. Botany Knowledge sounds more like 
you were meant to harvest plants or means to heal yourself elsewhere than just 
improve overall healing speed and efficiency, meanwhile Sole Survivor is all about 
being the last person standing and even getting a better benefit whenever another ally 
dies. 


Ultimately, I want you to not get too worked up about if a Perk design isn’t 
working out for you or if you can’t think of something that fits the name. There is no 
right way to go about designing a Perk, and if you’ve been reading this whole 
document, then you can use the learnings from designing a power here quite easily. 


Perk Tier Scaling & You 


Stop making perks with multiple scaling sets of numbers. That’s just a genuine 
unironic gripe I have with a lot of concepts I see, but it’s not a bad thing, it just doesn’t 
work in a modern Dead by Daylight. Years ago, many old perks had multiple sets of 
scaling numbers, which if you don’t know what I’m talking about, it’s how between one 
Perk tier and the next, two different numbers and/or values change. 


This, for Description 
example, is Hex: Thrill 
of the Hunt way back in The false hope of Survivors fills you with excitement and strengthens your Totems. 
the day. It has two sets Each time a Survivor is rescued from a Hook when you are at least away, 
of scaling values with Hex: Thrill of the Hunt receives : 

Perk tiers. There is no ¢ Grants 4/6/8 % bonus Bloodpoints for actions in the Hunter Category per 


Token. 


A Hex rooting its power on hope. 


perk in Dead by 


Daylight in the current 
. The Hex effects persist as lon the related Hex Totem is standing 
day that does this, e Hex effects persis ong as the related Hex Totem is standing. 


* Reduces the Cleansing speed of Survivors by 4/7/10 % per Token. 


unless the formatting of 

the perk demands that it does it for the sake of readability. That only perk is Hex: 
Pentimento. By having multiple sets of scaling values for each tier, you make it only 
harder on yourself to balance and adjust these numbers. If anything, you should only 
design the highest tier version of a perk, and then work your way back to making the 
two lesser versions of the perk. 


Ultimately, you are balancing your perk for its best possible version, but you 
should be aware of avoiding the Discordance problem, where when that perk released, 
it was so much better at its tier 1 version people intentionally avoided leveling it up 
because the number that did scale made it check less often for the Generator with two 
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or more Survivors on it. If you can look at any of your weaker versions of Perks and see 
that they can be arguably better than their final version, you should change what 
scales or in which direction. It’s always a good idea to get a second opinion, especially 
with Perk balancing. 


The Nature of Perk Names 


Perk names are something that seem insignificant, but are important. If it’s a 
type of perk, like a Hex or Scourge Hook, you want it to have that in the name. You 
need to also make sure it doesn’t share a name with not just another perk, but any 
other power, add-on, or so on in the game at all. While that’s fairly easy, it’s worth 
noting how many perks officially don’t do what many casual concepts do, usually for 
the sake of fan service: Name each perk after a quote. 


While it’s very tempting to name a FNAF concept perk “It’s Me”, it’s also easy to 
just overlook because everyone has done it. Don’t be afraid to name your perks 
something else, or even just not at all relative to the character it comes from. We get 
some incredible Perk names officially that have no actual tie in terms of naming to that 
character. 
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